LICENSED BY SEGA ENTERPRISES. LTD. 
FOR PLAY ON THE SEGA CD' SYSTEM. 



Approprlnte for 
all audiences 



General AuOJftucftt 



WARNING: 

READ BEFORE USING YOUR SEGA 

VIDEO GAME SYSTEM 



A very small percentage of individuals may 
experience epileptic seizures when 
exposed to certain light patterns or flashing 
lights. Exposure to certain patterns or back- 
grounds on a television screen or while 
playing video games may induce an epilep- 
tic seizure in these individuals. Certain 
conditions may induce undetected epilep- 
tic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, 
or anyone in your family, has an epileptic 
condition, consult your physician prior to 
playing. If you experience any of the fol- 
lowing symptoms while playing a video 
game — dizziness, altered vision, eye or 
muscle twitches, loss of awareness, disori- 
entation, any involuntary movement, or 
convulsions — IMMEDIATELY discontinue 
use and consult your physician before 
resuming play. 





This official seal is your assurance that this 
product meets the highest quality standards 

of Sega'". Buy games and accessories with 

this seal to be sure that they are compatible 

with the Sega CD" SYSTEM. 










GETTING 
STARTED 




THE BEGINNING 
IS A DELICATE 

TIME 




1. A Genesis Controller should be plugged 
into (he "Control 1" port on your Sega 
Genesis. 



2. Make sure that there is no came cai 
tridge in your Sega Genesis System and 
follow all 5ega CD System directions | 



The year is 1 0,1 91 . The universe is not 
our own but that of an action adventure 
based on Frank Herbert's classic, award- 
winning series of Dune science-fiction 
novels. This CD adaptation features 
interactive conversations with over 30 
minutes of sampled dialogue, and over 
30 minutes of footage digitized from the 
David Lynch film. 








WI LCOME TO 

ARRAKIS 



activate your Sega CD 





3. Follow Sega CD System directions 
OPEN the Sega CD drive from the.Seg 
CD Conlrul Menu.r^ssr 



renilly place the DUNE CD game 
disc in the Sega CD System with the label- 
side facing up. " 

■ ^"Tl' ' ' 7 7 i " f* """" "' *' "'" ' ' '*' '■ " ■-■■■--" ^B 

5. Close the Sega CD drive from (he Sega 

CD Control Menu and then select CD- 
ROM on the Control Menu to launch 
DUNE and begin play. 




rren and uninhabitable 
planet - the third in the Canopus system 
- is home to no natural vegetation or 
eady water supply, only unpredictable, 
shifting sand and rugged rock forma- 
tions. Powerful winds and violent elec- 
tricai storms frequently whip up the 
heavy dust Without warning, and toxic 
^accumulate on low ground. 

. . . . . 

:- ■ . . . ■ ■ . ■ . . ■ 

■ - 
■ ■ . .... 

And yet indigenous life forms manage to 
survive: small mammals and insects, but 

- 

most notably the giant sand worms and 
tribes - or 'troops' - of Fremen. 
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Arrakis - or 'Durie' - is certainly no holt- 

■ ■ - Wj . * 

day resort, but it is of gre?t interest to 

- . ■ . - - ■ . . . . . ■ L . ■ . - . . ... 

outsiders ... Dune is the only source of 
Melange - or 'spice' - a substance which 
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prolongs life and aids the seeing of 
visions, but its most powerful property 
is the folding of space to make interstel- 
lar travel possible. 



TAKE CONTROL! 



Before you begin to play Dune, take the 
time to familiarize yourself with the 
Control Pad's functions. 





The Emperor has decided thai the 
Atreides family may mine spi< 
Dune - a right previously held by the 
Harkonnens / sworn enemies of the 
Atreides. The Harkonnens still control a 
third of the planet - and most of the 
Fremen. =s 





The challenge is this: Paul Atreides, 
of Duke Leto, must win the confidence 
of the Fremen before battling against the 
Harkonnens to remove them from Dune 
for good. 



Dune is a voyage of discovery and 
adventure. There is much information 
not covered in this manual, but all will 
become clear as you play. Look, listen 
and learn - but above all, enjoy yourself! 



. . 
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TO BEGIN ... 








WHAT YOU CAN 
EXPECT TO SEE 
DURING PLAY 



The Main Display, as viewed through 
the eyes of Paul Atreides, is where all 
the action takes place. 



■ 

Following the Sega Screen and the 
Virgin and Cryo credits, the Emperor's 
daughter, Princess Irulan, will appear. 
Her description of the cosmos in the 
year 10,191 and the importance o 
planet Dune sets the scene. 

in in i ■ 




THE 
MAIN DISPLAY 



THE 
NTROL PANEL 

POINTER 








Press 

lesson. 




iiii CONTROL 
PAN El 



on to skip the history 





Press the Start Button to begin pi; 



You will then be presented with a 
introductory sequence thatprbvides a 



taste of what's to come. This is followed 
by an overview of the Dune environ- 
ment 



!»■■ J—H 



t^m 



Press Ihe A Button to skip 
ductory sequence. 



And then ... Play begins with Paul stand- 
ing in the main hall of the Atreides' ^ 
Palace. 




Your interface to the world of Dune. All 
■ "the, commands and functions necessary 
re displayed here. 




CHARACTERS WITH PAUL 



■ ■ 
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o interact with the Dune environ- 
ment. Entering a new location or select- 
ing a command often calls up a more 
specific list, for example: the first com- 
mands you will see are 'SEE DUNE 
MAP/ 'Mixer Panel' and 'DUKE LETO 
ATREIDES.' Selecting 'SEE DUNE MAP' 
tails up a new screen and three new 
commands: 'EXIT MAPS/ 'GIVE 
ORDERS TO TROOP' and 'TAKE AN 
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COMPASS 






TIME ELAPSED 



ORNITHOPTER.' Only available com- 
mands are highlighted. Further com- 
mands become available as play pro- 
gresses. When there are more com- 
mands available than can be shown at 
once, select 'Others' to view further 
commands. 

All commands and functions are select- 
ed as follows ... 



Press the D Button to move the 
Pointer so (hat its tip touches the 
desired command or function. 



CHARACTERS 
WITH PAUL 




■ 

A maximum of two characters can travel 
with Paul, and these two boxes show 
small representations of those charac- 
ters. Select a character's box or the 
appropriate command to talk to the 
character. Note that when a new char- 
acter is asked to join Paul; he or < 



■ 
■ 







replaces the character who has been 

* ..... 



with Paul the longest. 



> 
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THE BOOK 



Press and hold the A Button then i 
press the D Butt 
pointer in smalt steps. 







i 



Records information as you play. The 
further into the adventure you get, the 
more information becomes available^ 
dAj!hen you select the book, the display 




changes and new options and com- 



mands ar£ presented. 



A 




Press the C Button to select 
mand or function. 



Only the available exits are highlighted. 
nside the Palace, select the center of 



the compass to call up a map of the cur- 
rent area in the Main Display. Yo 
position is denoted by a red spot. Any 
characters in the 



crosses. Select the center of the com- 
pass or the 'Done' command t< 
the map. 




Shows the number of days (Dune-time) 
which have passed since play began. A 
sun represents day, and a moon - you 
guessed it - night. 







: 



Select the pages to advance or back- 

ck through the book. The contents of 
each page is shown in full in the Main 
Display. When there is no more infor- 
mation to be displayed, the Dune credits 
will be shown instead. 
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Choose from 'ALL TOPICS/ 'TOPIC: 
PAUL ON DUNE/ 'TOPIC: SPICE' and 
'TOPIC: THE FREMEN.' Select 'Close 
book' to return to play- 



ing Harvesters, Ornithopters and 
Fremen troops. The color of the Fremen 
troop reflects its current occupation 
(see THE FREMEN on page 20): 




RED is a fighting force. 
YELLOW is a mining unit. 
GREEN is an ecology troop. 







When you see this symbol in the fop left 
hand corner of a page, select it to vie: 
digitized scene taken from the Dun 
film. 



THE PALACE 



I 



A grand place full of stunning rooms: 
and previously inhabited by the 




Harkonnens, which is why you shou 
beware of secrets. Inside Paul's, bed- 
room in the Palace there is a mirror. 
Look at it and study the reflection. z 
Looking at the mirror also calls up four 
options: 'RESTART/ 'LOAD/ 'SAVE' a 
'Look away from the mirror.' 




An outlined troop on the map shows 
that it is not yet convinced by Paul's 
intentions. A second visit may be 
required! Select a troop to find out 
details about it. 



iwi 




Note thai unless you have entered the 
selected location, the only information 
esented will be its name. As you will 

, ands also become 
available. 




Select 'EXIT MAPS,' to return to the pre- 



ious screen. 




THE DUNE MAP 



Select the ' SE E^^^^^^^^_^ 
to call up an overview of the area from 
which you can see information about 
any visible locations - and manipulate 
items (this will become apparent during 
play). At first, you can only see the 
Atreides Palace, three sietches and the 
Harkonnen Palace. As play progresses, 
the Dune Map will show more - includ- 




Accessed by the 'SEE SPICE DENSITY' 
command (which is not available at 
first). The density of spice in the area is 
epresented by a brown color on a map. 
The lighter the brown, the more dense 

... j £■ 

the spice. A muddy grey color shows 
areas that have not been prospected. At 
the bottom of the map you are shown 
the number of Fremen troops occupying 
the current location (the color of the 

■ ■ ■■ ■ 

troop reflects its current occupation). 
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Use the compass to move around the 
map. Select the box in the top left-hand 
corner of the map to put it away. 



D U N E 



THE DUNE GLOBE 



ROTATE GLOBE 

PAUL'S CURRENT 
POSITION 



SEE RESULTS 



Calls up an overview of the entire plan- 
et. A blue arrow shows your current 
position. 





■ i. 






ber of people sympathetic to each side. 
The arrows above the amounts (repre- 
sented by bars) reflect a variation based 
on the previous day's performance - 
arrows pointing up and down show an 
increase and decrease respectively, and 
an arrow pointing to the right sho 
change. 

Select the 'EXIT GLOBE' to return to 
play. Select 'STANDARD VISION' to 
return to the Dune Globe. 










Select the 'ROTATE GLOBE' arrows fo 
turn the Dune Globe through its axis. 



View more detailed information about 
your perform am 
presented ... 





Reflects Paul's success and determines 

. . ■ ■ 

his power. For example, Paul's Charisma 
ises when he persuades the Fremen to 
^workforhim. 



Areas under Atreides' control are sit 
in blue. The Harkonnens' control the 
areas in red. The time spent on Dune is 
shown along with specific details about 
the Atreides' and Harkonnens' perfor- 
mance so far - for example, the amount 
of controlled areas of spice and the num- 




OPTIONS & QUIT 

GAME 



) store ytour current status. You 
an save two positions - named by the 
current (Dune-rime) date. Note that 
saved positions aiie not lost when you 
kirn off the SegaJCD. 



Allows you to select the previously 
saved position you wish to play. 



Calls up the Mixer Panel. 

■ , . . ■ . i 





D 



U 



N 





D 



U N E 



. . : 

' ■ . " .. ■ 



THE MIXER PANEL 






VOICE TEST 



JOYPAD SPEED 



LANGUAGE 



Select this command to call up this 
screen. You may now fine-tune aspects 
of the Dune program to suit your taste. 




listen to the speech in their native 
tongues. German, Italian, Spanish and 
Fremen users need to use the Subtitles 
option. All text shown in Dune will be 
displayed in the chosen language. 



-(«.. 
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TEXT 







he spoken words can also be seen on 
screen. Choose from 'Subtitles/ 

'Balloons' or 'No subtitles.' 



■ 



. 



The Mixer Panel 



Select the '+' and '-'. buttons shown 



MUSIC OFF 



above and below the following options 
to adjust the respective volume levels: 
'VOICES/ 'MUSIC and •\t !TOI , IWW S 
ING VOICES.' Select the ' V or 'ff*Ut* 

is to adjust the individual left and 

ht speaker volumes. 




Removes the soundtrack. 




=*^. 



(CAME RELA 



MUSt C ON -H i e m us ic played will suit the current 




Pointer, and the bottom bar denotes 
sensitivity of response to D-Button 
presses. Use the '+' and '-' buttons to 



increase or decrease the speed and sen- 
sitivity to your liking. 



Choose from 'AMERICAN/ 'ENGLISH/ 
'FRANCA1S/ 'DEUTSCH/ 'ITALIANO/ 
'ESPANOL' and 'FREMEN/ American, 
English and French users will be able to 



i 



TALK TO- ME" 



location. 



AH the music featured in Dune is played 



sequentially - like an album. 

■BUI? 



srra 



HW n h-i *** 




Return to piav. i 



It's imperative that you talk to people. 

e narryisfof any characters you can 
converse with in the current location 
re shown as commands. To talk to a 
character, first select their name. If they 
have anything to say, it will be said (and 
the text will be shown if the relevant 
option is active) in short phrases. A list 
of new commands will appear: 

■ ■ ■ ■ ■ . . X .... . . . . ■ - ■ 

■ ■ I .::'. :.■■'■■■..■-.: j 
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Prompts the character to continue talk- 
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ing. 
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"COME WITH ME" 



"STAY HERE" 



:., 



"WHAT?" 



STOP TALKING 






|oin Paul in his quest. 



The character who has joined Paul will 
remain at the current location. 



The following are key characters in 
Dune. 



. 




Repeat the last spoken phrase. 



Return to the previous screen. 




DUKE LETO 



Paul's father and head of the Atreides 
family. Visit the Palace for his advice. 
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DUNCAN IDAHO 



THURFIR HAWAT 




A close friend of the Atreides. He is an 
expert on spice production and keeps 
track of spice stocks and advises on 
shipments. 



CURNEY HALLECK 






■ ■ 

Make maximum use of his talents as a 
negotiator and military instructor. 






. 
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an advisor. 




^p ire, the Padishah 

Emperor ShaddamllV is the most power- 
ful character in the Dune adventure. He 
expects a healthy percentage of the 
spice mined on Dune, so do not disap- 
point him - keep up your stocks. The 

mperqr will send his dreaded 
Saudaukar troops to visit anyone who 

ares cross him. 



■ . - . ... : . : 

There are two methods of getting 
around Dune: using an Qrnithopter or a 
sand worm (not available at first). 

....''-■■. ; '■- ■ : : - - J 
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THE 
ORNITHOPTER 



The command to use this helicopter-like 
craft only appears when you are in the 
same location. Once you have entered 
an Ornithopter you may choose your 
destination. 





'CHANGE DESTINATION.' It's not 
always wise to skip to the destination as 
you may overlook a hidden location. 
Certain characters will notice if there is 
an unexplored location in the area - 
select the command 'GO TOWARDS 
THIS PLACE' when it appears. 



■ ■ 



When you see three arrows in the bot- 
tom right-hand corner, use them to 
influence the general direction of the 
Ornithopter. 




Selecting a destination in an Ornithopter 

■ 

A map shows all known 
either blue (Atreides) or red 
(Harkonnen). Use (he Compass to move 
the map vieyKRthoose your destina- 
tion, simply select the appropriate grid 
sector. 




^jtjr^shai-hulud. Giant, deadly creatures 
which tunnel beneath Dune's surface. 

y-horAeJn on rhythmic sounds, 
emerging to swallow up whatever is 
above; As Paul's powers grow, he can 

Sfo travel. When the 
opportunity arises to call a sand worm, 
ensure that you are standing in the 




During flight, a small map of the area is 
shown in the top right-hand corner of 
the screen (a blue line shows your route 
so far), and two new commands become 
available: 'SKIP TO DESTINATION' and 
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A race native to Dune (although it's 
thought that they are in fact descen- 
dants of the survivors of an ancient 

■ ■ + ■ / - \ ■ ■ ■ ■ f - ■ . ■ ■ ■ 

spaceship wreck), the Fremen are fierce 
fighters who have reluctantly sue- 
cumbed to Harkonnen rule. They five in 

■I- 



-.;:: 







D 



U 



N 







MINING SPICE 



!f 



DISTRIBUTING 
EQUIPMENT 



caves called sietches. 
The Fremen dream is lo make Dune 
flourish and become more habitable. An 
ancient Fremen prophecy foresaw the 
arrival of a Mahdi - 'The One Who Will 
Lead Us To Paradise' - and a Lisan Al 
Gain - 'Voice From The Outer World' - 
who would free them from oppression. 
Could this be you? 

The Fremen are quick to learn new skills 
- provided you show them the way. 
When the time is right, 'SPECIALIZE' 
commands will become available. 



MOVING TROOPS 



Having chosen a Fremen troop, select 
the 'MOVE TROOP' command. The 
troop's destination is determined on the 
Spice Density Map. 







Spice is first mined to extract it from the 
desert, and then harvested with 
Harvesters. The Fremen are best sui 
to mine spice, so contact as many 
sietches as possible and pci>ua d9¥pfi 
to mine for you. Few sietches hi 
facility to mine spice at first - find out 
how to help equip the Fremen with the 
relevant knowledge. 




.. ^m\ »i\k\". 



CONFLICT 






Once you have managed to form an 
army to attack the Harkonnens, you can 

■ ■ 

use the Dune Map to select a Fremen 
fighting force and determined its target. 



•' 



The Emperor will inform you w 
wants his next spice shipment. Duncan 
Idaho will advise you. 




Having chosen a Fremen troop on th 
Dune Map, any equipment it holds i 
shown. Selecting the 'MODIFY EQUIP- 
MENT' command allows you to take the 
equipment and allocate it to a new 
troop. Only equipment in use is shown 
on the Dune Map. 




Note that it takes time for an army to be 
trained, but the process can be sped up - 
try talking to Gurney Halleck. The bet- 
gter^ trained and equipped the Fremen 
the more chance they have of 
ing a Harkonnen force. The 
Fremen force will automatically attack 
once it is .in position (which may take a 



There are four types of weapon. 




D 



U 



N 



XYSKNIFE 7 
A sacred Fremen fighting tool for close- 
quarters combat. 

LASGUN 

■ ■ ■ ■ ■ ■■ ■ 

A low-powered but effective hand-held 
laser pistol. 

■ ■ ■ ■ 

■: : :■.... 

■ . ■ ■ ... 

..... . .^ . 

WEIRDING MODULE 

■ 

A voice-powered unit which concen- 
trates sound to become a powerful 
weapon. 

. ■ . ■ . :■:. . . . . . 

. ■ _ _ ■ 

ATOMICS 

■■ ..... ...... 

Nuclear weapons - found only in con- 
quered Harkonnen fortresses. 
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ESPIONAGE 



... 




Fremen fighting forces in sietches close 
to Harkonnen fortresses may be used to 
discover important information. Fremen 
troops on spying missions can be 
ordered to attack at any time, but there 
is a risk of them being captured. 



ECOLOGY 



It is imperative that you help the 
Fremen turn their dream into reality. 
Your assistance will increase their moti 
vation (and consequently spice produc- 
tion) and seriously hamp er the. 
Harkonnen progress. 



HOLD IT! 



PLAYING ADVICE 



A n - 




55 



KS 



you need to pause for t 








►tart Button during play to 
reeze the action. k * 

Press the Start Button whenUie. 
action is frozen (o resume play. 



xplore as much as possible. Take n 

of what's said and act on the advice. In 
the beginning, Paul's mother will poi 
you in the right direction 



Keep talking to characters moving 
you - they respond to information from 
other characters. 

If you think you are stuck, talk to every- 
one again and pay more attention to the 
information given. Most characters will 
tell you of new places to visit or faces to 
meet. 
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Try not to get lost in the desert. 

Ornithopters are useful for spotting sand 
worms. 

Captured fortresses may contain Fremen 
prisoners and Harkonnen captains 
important information. 





Beware! The Harkonnen presence will 
become more apparent as play progress 
es. You may not see them but you will 
be warned when the Harkonnens are 
close. 

Sdp ned sietches often hold 
WSCe f-S, Ornithopters, weapons and 

other useful items. Persuade the Fremen 

to search the area. 

. 'i i' *ifcii ii"""^k 

sietches and persuade as many 




Fremen as possible to work for you. 




&-S|M £e mining skills will 

improve with time. 

Use the Dune Map to keep track of the 
Fremen troops' actions. They will only 
top what they are doing if they run out 
of equipment or motivation is low. 
Regular visits to the Fremen will boost 
their motivation. 



; 
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If a character feels that their skills are 

. ..... 

not appreciated by you, try visiting them 
later... 

■ : :;:::. ■■■■.■■ 

■ ■ ... J L . L L 

■ ■ ■ . . . . . . . ... 

A large shipment of spice to the 

■ ■ ■ ■ ■ . ■ . . ■ ■ . 

Emperor may keep him happy for a 
while. 
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HANDLING YOUR 

SEGA COMPACT 

DISC 



• The Sega CD disc is intended for use 
exclusively with the Sega CD System. 

• Handle it with care. Do not bend it, 
crush it or submerge it in liquids. 

• Do not leave it in direct sunlight or n 
a radiator or other source of heat. 

• Be sure to take a recess during extended 
play, to res? yourself and the Sega CD 
Disc. 

• KEEP YOUR SEGA CD DISC CLEAi 
Always hold by the edges and keep in its 
case when not in use. Clean with a lint- 
free, soft dry cloth-wiping in straight lines 
from center to edge. Nevt 
or abrasive cleaners 




Still pict 

cause 

damage 

■ 

of the CRT. Avoid repeated 
extended use off video games 
on large-screen projection 
televisions. 




Limited Warranty 

VIRGIN WARRANTS THAT IF THE MEDIA 
ON WHICH THE GAME SOFTWARE IS 
CONTAINED IS IN A DAMAGED OR PHYSI- 
CALLY DEFECTIVE CONDITION AT THE 
TIME OF PURCHASE AND IF IT IS 
RETURNED TO VIRGIN (POSTAGE PAID) 
WITHIN 90 DAYS OF PURCHASE, VIRGIN 
WILL PROVIDE YOU WITH A REPLACE- 
MENT FREE OF CHARGE. IN NO EVENT 
SHALL VIRGIN'S LIABILITY WITH RESPECT 
TO THIS LIMITED WARRANTY EXCEED THE 
COST OF REPLACEMENT OF SUCH MEDIA. . 
THIS LIMITED WARRANTY GIVES YOU 
SPECIFIC LEGAL RIGHTS WHICH VARY 
FROM STATE TO STATE. OTHER THAN 
THE FOREGOING LIMITED WARRANTY, 
VIRGIN MAKES NO WARRANTY OR REPRE- 

NTATION AND DISCLAIMS AND 
EXCLUDES ALL OTHER WARRANTIES, 
EXPRESS OR IMPLIED, WITH RESPECT TO 
THE ENCLOSED PRODUCT INCLUDING, 
WITHOUT LIMITATION, WARRANTIES OR 
MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE. IN NO EVENT 
WILL VIRGIN B£ LIABLE FOR ANY DIRECT 
OR INDIRECT, SPECIAL, INCIDENTAL OR 



■ 



CONSEQUENTIAL DAMAGES, INCLUD- 
ING, WITHOUT LIMITATION, LOSS OF 
DATA OR LOSS OF^'PROFITS OR REVENUE, 
EVEN IF VIRGIN HAS BEEN ADVISED OF 

HE POSSIBILITY/bF SUCH DAMAGES. 
SOME STATES DO NOT ALLOW THE 
EXCLUSION OF INCIDENTAL OR CONSE- 
QUENTIAL DAMAGES SO THE FOREGO- 
ING DISCLAIMER MAY NOT APPLY TO 
YOU. VIRGIN DOES NOT WARRANT 
THAT THE ENCLOSED PRODUCT OR DOC- 
UMENTATION WILL SATISFY THE 
REQUIREMENTS OF YOUR COMPUTER 
SYSTEM OR THAT THE ENCLOSED PROD- 
UCT OR DOCUMENTATION ARE WITH- 
OUT DEFECT OR ERROR OR THAT THE 
OPERATIONS OF THE ENCLOSED PROD- 
UCT WILL BE UNINTERRUPTED. TO 
RECEIVE WARRANTY SERVICE, CALL THE 
VIRGIN CUSTOMER SERVICE DEPARTMENT 
AT 714-833-199& 
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NOTES 




Patents: U.S. Nos. 4,442.486/4.454,594/4,462.076/4.026,555; 
Europe No. 80244; 

Canada Nos. 1, 183,276/1,082.351; Hong Kong No. 88-4302; 
Germany No. 2,609.826; Singapore No. 88-155; U.K. No. 
1.535,999: 
France No. 1.607.029; Japan Nos. 1.632.396/82-205605 (Pending) 
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